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WHAT IS THIS? 

What do you get when you mash up arguably the best swords and sorcery role 
playing game ever, Barbarians ofLemuria (BoL) with the Original 1970s 
Fantasy Roleplaying Game? That’s the question I asked and this book is my 
attempt answer to that question. This is massively trimmed down from BoL and 
includes none of the background material (which you can get from BoL: Mythic 
Edition or BoL: Legendary Edition) - so you can use The BoL Hack for any 
swords and sorcery setting you like. 

THE CORE MECHANIC 

Everything a character (called a n Adventurer ) might possibly attempt that could 
result in failure is resolved by testing the Adventurer’s attribute. In order to 
successfïilly test an attribute - a player must roll above a Target Number, based 
on the difficulty of the task in hand, on a d20. Target Numbers are set out 
below. In combat, the target number is the Armour Class of your opponent. 

• To your roll you add the appropriate Attribute (which is determined by 
what the character is trying to do) 

• and any Combat Ability, if in combat 

• or any Career if outside combat 


Table 1: Target Numbers 


Target Numbers 

Example 

Very easy (0) 

Notice something large in plain sight, leap over 1-foot wall 

Easy (5) 

Climb a knotted rope, leap over a 2-foot wall 

Average (10) 

Hear an approaching acolyte, shoot to hit an average warrior 

Tough (15) 

Read an ancient tome, piek an average lock without the key 

Challenging (20) 

Swim in rapids or stonny seas, leap across a 25-foot chasm 

Fonnidable (25) 

Leap across a 30-foot chasm 

Graeling (30) 

Track a Grooth across marshy ground after 24 hours of rainfall 


TWENTIES AND ONES 

lf you roll a 20, this is an automatic success, whatever the Target Number. If 
the 20 would have been a success anyway, then you have scored a Mighty 
Success. This brings special advantages, explained later in these rules. 

If you roll a 1, this is an automatic failure. You can elect to turn it into a 
Calamitous Failure, which means that you suffer dire consequences, as 
explained later in these rules. 
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ATTRIBUTES 

The attributes in BoL Hack are Strength, Agility, Mind and Appeal. You have 4 
points to divvy lip between them, with a starting maximum of 3. The GM may 
allow you to buy down an attribute to -1 to gain another point to put elsewhere. 
Adventurers have a maximum of 5 in their Attributes (see Advancement). 

Attributes are used as foliows: 

Strength: For feats of strength, to add to melee attacks and damage and to 
save against poison, disease and things where fortitude should prevail. lt is also 
added to starting Hit Points. 

Agility: For feats of speed and deftness, to add to ranged attacks and to save 
against falls, traps and things where reflexes should prevail. lt is also added to 
Armour Class. 

Mind: For feats of awareness, intellect, knowledge and wisdom where speed 
of thought is important and to saves against magie, fear and effects where 
willpower should prevail. It is also added to Initiative at the start of combat. 
Appeal: For feats ofpersuasion and charm, to add to battle leadership and to 
any actions where empathy should prevail. 

COMBAT ABILITIES 

Combat abilities are Initiative, Melee, Ranged and Armour Class. You have 4 
points to divvy up between them, with a starting maximum of 3. The GM may 
allow you to buy down a Combat Ability to -1 to gain another point to put 
elsewhere. Adventurers have a maximum of 5 in their Combat Abilities. 

Combat Abilities are used as follows: 

Initiative: With Mind, to determine the order of actions during a fight. 
Melee: With Strength, to determine whether your attack is successful in close 
combat. 

Ranged: With Agility, to determine whether your attack is successful in 
missile combat. 

Armour Class: To determine how difficult it is for opponents to score a hit 
with their attacks. You start with a basic Armour Class of 10 plus Agility plus 
any armour you are wearing. 


CAREEK5 

Your characters followed their own paths to becoming Heroes (or Magicians). 
The path selected is represented by your choice of 4 Careers. You have 4 points 
to split between them, with a maximum of 3. You can’t buy any down. 
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The Careers give skills and expertise in anything to do with the Career, such as 
who would hold high positions within the profession, where to fmd the guilds 
and who heads them, skills and abilities that members of the Career should 
have, as well as helping the Hero obtain employment. 

When you choose your four Careers, try to create a story that follows your 
character’s Career path. lt doesn’t have to be long -or even great literature - 
but it can hint at places your character may have been and things he or she 
might have done. 

Alchemist: You are knowledgeable of herbs and plants and can create 
potions and powders with seemingly magical properties 
Artilïcer: You are knowledgeable of metals and mechanics and can build 
weird devices and machinery 

Assassin: You are a blade-for-hire and are skilled at killing 
Barbarian: You are not from the civilized lands and have an affmity for 
wilderness survival and probably also have a savage style of fighting 
Beastmaster: You have some sort of skill or empathy with animals and can 
teach them all sorts of tricks 

Blacksmith: You have learned how to craft metal items including weapons 
and armour 

Dancer: You are a tumbler, performer and acrobat; supple and graceful. You 
can use this skill to entertain or for more practical purposes 
Farmer: You were born to a peasant or land-owning family and have picked 
up some practical skills like plant and animal lore, weather-reading and so on 
Gaoler: You looked after the city prison; sometimes being required to torture 
and/or execute your captives 

Gladiator: You are a specialist at individual man-on-man or man-on-beast 
combat, usually with a particular weapon or set of weapons 
Hunter: You are a tracker, trapper and general wilderness specialist. 
Mariner: You are a sailor (or pirate), skilled in the lore of ships and boating, 
the sea and the stars 

Merchant: You are money-wise and know a good deal when you see one. 
Mercenary: You are a sword-for-hire and have fought for whichever side 
pays the most. You have robbed, looted, killed and worse 
Minstrel: You wander the land singing and telling stories for your keep 
Noble: You have money and land and brow-beat those beneath you 
Physician: You are trained to recognize and treat illness and injury 
Priest: You are the voice of your god and are authorized to perform certain 
rites and to conduct services in the temple 
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Scholar: You are a repository of knowledge and wisdom and you can read 
and write in numerous languages 

Slave: You have spent some time as the property of someone else but may 

well have picked up a number of useful skills as a result 

Soldier: You served in the army or were a city guard and have had training in 

some weapons and understand basic strategy and tactics 

Temptress: You are a sexually alluring person who repeatedly seduces or 

manipulates others 

Thief: You steal for a living by means of stealth, burglary, filching and 
mugging 

Worker: You have done time in unskilled labour; possibly as a dock-hand or 
builder and have picked up a number of useful skills as a result 
Vagabond: At some point life treated you badly but you managed to piek up 
some survival skills during your life begging on the road 

Once you have determined your attributes, combat abilities and past careers, 
you choose a class for your Adventurer. There are two classes - The Hero (a 
term used for both male heroes and female heroes) and The Magician (a term 
used for both male and female Magicians). Many GMs will not allow a 
Magician Adventurer. There is an optional class (Priest) at the end of this book. 

THE HERO 

As a Hero, you will have 10 Hit Points plus Strength. Your Hero can use any 
weapon and can wear any armour. You also start with 5 Hero Points 

As your Hero gains levels they 
improve as follows: 

• +1 Hit Point per level 

• +1 to your choice of 
one Combat Ability per 
level 

• +1 to your choice of 
one Attribute at each 
even level 

• +1 to a Career (or a 
new Career) per level 

• Recover any lost Hit 
Points 

• Recover any used Hero 
Points 




THE MAGICIAN 

There is another class, if the GM allows it. 
This is the Magician. Most characters are 
not Magicians because magie is the path to 
evil, depravity and madness. Heroes are the 
sworn enemies of Magicians. That’s just 
the way it is. The Magician has 6 Hit 
Points plus Strength. The Magician can use 
any weapon and can wear any armour but 
wearing armour restricts their spell casting 
ability. You start with 10 + Mind of Arcane 
Power but only 2 Hero Points. 

As Magicians gain levels they improve as 
follows: 

• +1 Hit Point at each even level 

• +1 Arcane Power per level 

• +1 to your choice of one Combat 
Ability at each odd level 

• +1 to your choice of one Attribute 
at each even level 

• +1 to your a Career (or a new Career) at each level 

• Recover any used Arcane Power (see the section on Sorcery) 

HERO POINTS 

Heroes have 5 Hero Points to start the game. Magicians have 2. Hero Points are 
used during the course of adventures to ‘dig deep’ and do heroic (or lucky) 
things. You can spend Hero Points to affect the outcome of a battle or situation 
and swing the odds to your favour. The following options are available to you: 

• A Twist of Fate 

• Defy Death 

• Splintered Shield, Shattered Sword 

• Legendary Success 

• Mighty Success 

• Shake OffWounds 

• The Luck of the Gods 

• Other 

A Twist of Fate: The Hero can make a suggestion about the scene and that 
suggestion becomes fact, if not already determined. 
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Defy Death: lf you have fallen below 0 Hit Points, you can stabilize to zero 
Hit Points. 

Splintered Shield, Shattered Sword: You can sacrifïce your shield (or 
weapon, if you don’t have a shield) to absorb all the damage just received from 
a single blow. 

Legendary Success: You can turn a Mighty Success into an even better 
result. In combat, you can choose two of the options of a Mighty Success (see 
below). 

Mighty Success: You can turn any successful d20 roll into a better success 
(as if you’d rolled a natural 20). In combat, choose from the following: 

• Bloody Slash/Crushing Blow: You add +6 to the damage caused. 

• Carnage: You may make another attack immediately. 

• Disarm: You disarm your opponent. 

• Knockdown: You knock down any opponent that is roughly equal to 
your size or a little larger (determined by the GM) and he/it is thrown 
back several paces too. 

• Precision Strike: You hit your enemy in a specific location with the 
intention of maiming them and affecting their capabilities. You cause 
normal damage but also cause your opponent a loss of ability - a stab 
through the eyeball would affect your opponent’s vision, for example 
(which may or may not include attack rolls). Some effects will need to 
be worked out with the GM at the time, but should be similar to the 
above. 

• Rabble Slayer: If fighting 
Rabble (see NPCs ), the damage 
result becomes the number of 
opponents taken out of the 
fight. They aren’t necessarily 
dead, but they are certainly not 
coming back any time soon. 

Shake off Wounds: You can take a 
moment to shake off ldó Hit Points 
damage receive during the current 
combat 

The Luck of the Gods: You can 

re-roll any roll just made. 

Other: Anything else allowed by your 
GM 

Hero Points are replenished at the start 
of each new adventure and on gaining a 
new level. 
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ARCANE POWER 

Only Magicians have Arcane Power. This is what is used to fïiel their sorcery. 
Sorcery is explained later in this book. 

LEVELS AND ADVANCEMENT 

Adventurers have had some life experiences (as shown by their Careers) and 
aren’t just fresh off the farm. However, they have now stepped onto the path to 
glory (or to the early grave) and levels are a way of measuring their greatness. 

Adventurers start out at l st level. They have to complete a number of 
adventures equal to their current level in order to advance to the next level. 

The GM determines what constitutes an adventure. lt might be a simple quest 
or scenario completed in one night’s gaming. Or it might be a smaller part of a 
larger story (called a Saga) completed over the course of a number of evenings. 
During a Saga, Adventurers might advance several levels. 


VAST HOARDS OE TREASÜRE 

Under this rule, Adventurers do not automatically advance at the end of the 
completed adventure. When they have reached their destination and met the 
fmal challenge, they should be richly rewarded for their endeavours; they 
should find great wealth or be paid handsomely in gold and gems by their 
employers. They then have the chance to describe exactly what they are doing 
with it. They might live the high life for a few months, drinking or gambling it 
away. They might buy expensive new weapons and armour, or buy new 
mounts, or throw lavish parties. They might use the wealth to buy a new galley 
or new land, or pay off old debts. This is the stuff of legends - it ensures that 
they are noticed, and helps their fame to spread. Once the characters have 
described how they lost or spent all their fortunes, only then can they advance 
to the next level. 
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ARMOUR 

You can choose whatever armour you like for your Adventurer. Some of your 
Career abilities may be hampered by your choice however. Sneaky Adventurers 
are not likely to do so well if they wear heavy armour. 

Table 2: Armour 


Armour Type 

Bonus to AC 

Penalty 

Arcane Power 

None 

+0 

+0 

+0 

Light 

+2 

-1 

+1 

Medium 

+4 

-2 

+2 

Heavy 

+6 

-4 

+3 

Shield 

+1 

- 

- 


Penalty: This is a penalty’ to activities like swimming, climbing, sneaking and 
so on whilst the Adventurer is in this armour. A GMmight also apply penalties 
if Adventurers are wearing medium or heavy armour in social situations too. 


Light armour: Light armour represents extensive body coverage in soft 
leathers, or less coverage in thicker or boiled leather, or even light mail. Light 
armour is generally concealable under clothing (except on close inspection or 
by a seasoned soldier) and doesn’t mark you out specifically as a warrior. Light 
armour doesn’t generally include a helmet but could include a leather cap, if 
desired. 

Medium armour: Medium armour could represent fairly extensive 
coverage of leather armour, with stiffened leather in some of the more vital 
areas, or partial coverage of mail with leather in other areas. lt could even 
represent a steel breastplate and minimal/no other armour elsewhere. Someone 
in medium armour can often remove portions of their armour to reduce it to 
light armour, as necessary. Medium armour usually includes a leather-and-steel 
helmet. 

Heavy armour: Heavy armour would represent extensive coverage of mail, 
such as a knee-length hauberk, with gauntlets and greaves, or a steel breastplate 
with vambraces and greaves, or possibly a brigandine (leather coat with steel 
inserts) with gauntlets and boots. Someone in heavy armour can usually remove 
portions of their armour to reduce it to medium armour, as necessary. If your 
strength is below 0, you can’t wear heavy armour at all (at least you can’t do 
anything worthwhile whilst wearing it). Heavy armour usually includes a full 
steel helmet with nasal and cheek guards. 

Shield: Shields give you +1 to your Armour Class. 
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WEAPONS 

You can choose whatever weapons you like for your Adventurer. Choose a 
weapon, or selection of weapons that go with your vision of your Adventurer - 
a sneaky one would have a smaller, easily concealed weapon and a tough one 
would likely have bigger, more visible weapons. 

Table 3: Weapons 


Weapon Type 

Damage 

Notes 

Unarmed 

d4 

Fists, feet, head butt, elbow etc.* Also attacks by Rabble 

Light 

dó 

Daggers, cudgels, foils, darts, javelins, self bows, slings 

Medium 

d8 

Swords, staffs, maces, axes, spears, bows, crossbows 

Heavy 

dlO 

Great swords, flails, moming stars, poleanns, arbalests 


*Non-lethal 


Light weapons: These are small and - in some cases - easily concealable 
weapons. Damage tends to be lighter, but in skilled hands these weapons can 
still be very deadly. 

Medium weapons: These are the commonest weapons carried by fighting 
men, they are defmitely intended to display the fact that you are armed and 
dangerous. 

Large (two-handed) weapons: These are serious weapons, much more 
likely to cause significant harm but usually cumbersome to use. Characters with 
strength below 0 are unable to wield these weapons at all. 

lf you are using one of the above (or a similar weapon), add Strength if a melee 
weapon, or half Strength (rounded down) if a ranged weapon. 

TRAPPING5 

You can choose any other gear you like. There isn’t a shopping list, so just 
decide what you want or use gear lists from another rpg. The GM will 
determine if it is reasonable to have or if it isn’t, perhaps basing the decision on 
your choices of Careers. 

COMBAT 

Combat is dealt with in rounds of a few seconds or so in length. In that time a 
character can fire a bow, strike or parry with a weapon, throw an axe, and so 
on. Here is the order of combat rounds: 

1. The GM determines if one side or the other is entitled to a free attack 
or move as a result of surprise - this is either a judgment or a die roll 
of some kind, depending on the circumstances. 
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2. Determine who acts first by rolling d20 and adding Mind and 
Initiative. One roll is made for each Adventurer. The GM rolls for a 
whole group of NPCs. However, important NPCs or monsters get a 
separate roll, just like Adventurers. 

3. The Adventurer (or NPCs) with initiative acts first (shooting, 
movement, melee attacks, etc.) and results take effect. 

4. Then the next highest initiative acts and so on down the line. 

5. Individuals can withhold their initiative and wait for an opportunity to 
act at any time after they were due to act. NPCs can’t do this. 

6. The round is complete; keep turn order for the next round if the battle 
has not been resolved. 

THE ATTACK ROLL 

To attack with a weapon, the player rolls a d20 and adds any bonuses to the 
result. These “to-hif ’ bonuses may include a Strength bonus (for attacks with 
hand-held weapons) or an Agility bonus (for attacks with missile weapons) and 
a bonus for the appropriate Combat Ability (Melee or Ranged). If the attack roll 
is equal to or higher than the Armour Class of the opponent, the attack hits. 

You can turn any success into a Mighty Success by spending a Hero Point. If 
you roll a 20, that is an automatic hit even if you needed more than 20 to hit 
your target. lt will be a Mighty Success if the attack would have been a hit 
anyway. You can turn it into a Legendary Success by spending a Hero Point. 

If you roll a 1, that is a miss. You can gain a one-off bonus Hero Point if you 
choose to turn your failure into a Calamitous Failure. This means leaving it to 
the GM to decide the results of your badly botched action. Your sword might 
break, you may stumble and lose an action or any number of other things that 
will put you into a tricky position. 

DAMAGE 

If an attack hits, it inflicts damage. Roll the weapon’s damage die (which will 
normally be a single die but sometimes more and/or sometimes with a + or - to 
the result) and add any Strength modifiers. The damage is subtracted from the 
defender’s Hit Point total. 


CAREER5 AND COMBAT 

Careers that are considered combat careers (Soldier, Gladiator, Mariner, 
Mercenary etc.) provide many skills, abilities, contacts and experiences that add 
to various tasks fighting men might carry out. However, as a mie they do not 
add to your Combat Abilities. Having a high rank as a Soldier does not 
necessarily make you a better fighter - it makes you a better tactician, gives 
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you contacts and knowledge, and improves your understanding of the general 
lot of the warrior. 

However, there will be some occasions where being a fighter (or, indeed some 
other careers, like Acrobat, Pirate or Thief) could give you a slight combat 
edge. In some rare circumstances, the GM could allow a Career to provide an 
additional bonus, based on your Career rank. This bonus could be in the form 
of an added bonus to your attack roll or to the damage you do if you hit (never 
both). 

DEATH 

When an Adventurer (or creature) is hit, the amount of damage taken is 
deducted from Hit Points. When Hit Points reach 0, the Adventurer is 
unconscious. If they fall below 0 the Adventurer is unconscious and dying, 
losing 1 Hit Point per round until reaching -6 or until healed. At -6 Hit Points 
the Adventurer is dead. Rabble and NPCs (except Villains ) are always defeated 
when they reach 0 Hit Points. 

HEALING 

Adventurers recover half the Hit Points lost if immediately after a battle they 
are able to take a rest/recovery and a swig of wine or water. The Adventurer 
will recover 1 Hit Point per day of uninterrupted rest. This can be doubled if the 
Adventurer is being attended by a Physician who makes a roll of 15+. 

Damage from fists is classed as temporary damage and heals per hour rather 
than per day. When you hit 0 or less and the damage that took you below zero 
is temporary (even if you took normal damage too) then you are only 
unconscious, not dying. 

BINDING WOÜNDS 

GMs can allow those with an appropriate career (Physicians and possibly 
others) to bind ld3 Hit Points worth of wounds following an encounter. A roll 
might be required. Note that the character can only recover Hit Points lost 
during this particular encounter. 

EXTRA COMBAT OPTIONS 

Combat is intended to be quick and brutal in The BoL Hack and allowing these 
options tends to slow combat right down. Therefore, it is up to the GM to allow 
some, alt, or none of them in his game. Altematively, the GMmay say that 
these five combat options are available only to characters with at least one 
fighting career (Soldier, Mercenary’ etc). 
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Two-Weapon Fighting: lf you choose to fight with a weapon in each 
hand, you can only use light or medium weapons. You can mix them. 

Generally, you will attack with one and block with the other, or attack with 
both. In the first instance, you can treat the parrying weapon like a shield, but 
only against one attack (+1 to Armour Class). However, you also get -1 to your 
Attack Roll. If attacking with both, your Attack Roll is at -1, but you cause 
damage as if wielding a medium weapon (if using two light weapons), or as a 
large weapon (if using at least one medium weapon). In other words, using two 
weapons increases your chance of causing more damage - you don’t roll to 
attack with each weapon individually. 

Defensive Stance: You can choose to adopt a wary approach, readying 
yourself to block or evade a blow. Taking a defensive stance gives you +1 to 
your Armour Class but -1 to your Attack Roll. 

Full Defence: You can dodge, block, parry or otherwise act completely 
defensively in the round. If you do this, you don’t get to attack in the round, but 
instead get +2 to your effective Armour Class for all attacks directed at you. 
Offensive Stance: You can choose to pay less attention to attacks against 
you in an effort to ensure you hit your target. This gives you +1 to your Attack 
Roll, but -1 to your Armour Class. 

All-Out Attack: You may adopt a reckless approach - this means that you 
receive a -2 Armour Class but get a +2 bonus to your Attack Roll. 

Bypass Armour: You are aiming for a weak or un-armoured area of your 
opponent. Just take the static armour rating as an additional negative modifier 
to the Attack Roll (-2 for light armour, -4 for medium and -6 for heavy) but 
you automatically do maximum damage if you hit. lt is up to the GM whether 
this rule is extended to bypassing the natural armour of monsters. 
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SORCERY 

Magicians are normally the bad guys - the villains to be hunted down and 
destroyed. They are generally feared - not only because of their strange habits 
and nocturnal ways, bilt also because the powers they wield are not understood 
and can be devastating and unpredictable. 

lf you wish, you can use the magie system of the Original 1970s Fantasy 
Roleplaying Game or any one of the OSR products currently available. These 
tend to base spells on the level of the Magie User and limit the spells to a set 
number per day. Otherwise, you can choose the more freeform system as 
presented in Barbarians of Lemuria, as follows: 

SPELL MAGNITUDES 

All spells fall into one of four classes: Cantrips, and spells of First, Second or 
Third Magnitude. 

Magicians always have rune-inscribed rings, amulets, talismans and trinkets 
and so forth about their bodies, through which they can cast very minor and 
simple tricks called Cantrips. lf they are stripped of these items, they have 
difficulty even with these Cantrips. 

Spells of increasing magnitude have a greater cost in Arcane Power and 
increasing difficulty levels to successfully cast. The table below shows these 
costs and the Target Number: 

Table 4: Spell Magnitude 


Spell Magnitude 

Casting Target Number 

Arcane Power Cost 

Cantrip 

0/5 

1 or 2 

First 

10/15 

5(2) 

Second 

20/25 

10(6)* 

Third 

30/35 

15 (11)* 


NOTE: Numbers in brackets are the minimum costs to cast a spell of that 
magnitude. 1 point is permanently lost every time such a spell is cast. 

MIND-AEEECTING SPELLS 

Spells that directly interfere with a person’s psyche or his perceptions, such as 
mind control and mind reading, have an additional modifier to the Target 
Number based on the Mind of the victim of the spell. 
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HEALING SPELLS 

Sorcery does not lend itself to healing injuries of any sort. Accordingly 
Magicians cannot cast spells that repair damage to living things, although they 
can repair inanimate objects or items using magie. 

SORCERY AND ARMOUR 

Magie is difficult to perform whilst restricted by armour and costs the magician 
a greater amount of Arcane Power. For light armour, 1 extra Arcane Power 
point is used in casting a spell. For each heavier armour type, add 1 point of 
Arcane Power to the casting cost. 

CANTRIPS 

These are very basic spells, allowing the Magician to conjure a brief pool of 
light, the distant sound of laughter, or a spark to light a fire. Cantrips can be 
used to repair a common object, sour a jug of ale or make the brief illusion of a 
common object. Other examples might include making a coin vanish, causing a 
rope to slither up a castle wall or distracting a guard with an imagined sound. 
Such spells rarely cost more than 1 Arcane Power and only require a skill roll 
when directly affecting a sentient target or perhaps if the Magician has been 
deprived of his trinkets and fetishes (when the Arcane Power cost would be 
higher too). 

Cantrip suggestions: 

• FoulFood 

• lllusory Sounds 

• Minor Curse (-1 to the target’s next Attribute Roll) 

• Momentary Clumsiness (one target drops an item being held, or 
stumbles etc) 

• Pain (causes 1 Hit Point of damage to one target) 

• Paralyzing Gaze (Paralyzes one target for a round) 

SPELLS OE THE EIRST MAGNITUDE 

These tend to be spells that the Magician can cast during the course of an 
adventure. They are utility spells - they allow the Magician to perform 
activities that anyone with the right training and equipment could manage. Such 
sorcery might allow the caster to glide up the side of a cliff- since a normal 
person with rope and pitons could achieve the same result (eventually). 
Damaging spells of this type would typically cause 1 dó damage to the target. 
These spells cost 5 Arcane Power and have a price too. You must select one 
casting requirement to be able to produce the spell at all. For every additional 
casting requirement that the magician can meet - in full - reduce the power 
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cost by one point. The minimum Arcane Power cost of a First Magnitude spell 
is always 2. 

First Magnitude spell suggestions: 

• Fear 

• lllusion 

• Seeing or hearing things in the next room or that happened very 
recently in the locale 

• Summoning Minor Demons 

First Magnitude spell casting requirements: 

• Special Item: An ancient tome, heavy tablet or delicate scroll is 
required but is relatively easy to come by (some bartering, a short 
journey or a minor expenditure) 

• Line of Sight: The caster must be able to clearly see his or her intended 
target 

• Casting Time: The spell will take at least ldó x 30 minutes of 
meditation, chanting, dancing etc. to correctly execute 

• Intimate Materials: A personal item of the intended target (or a tile 
from the target building, for example) is required 

• Special Knowledge: The caster must conduct lengthy research before 
he or she has the necessary information to cast the spell 

• Obvious Technique : The caster must gesture, chant, dance or make 
strange sounds during the brief casting process 

• Auspicious Hour: The spell may only be cast at a specific hour of the 
day 

• Ritual Cleansing: The caster must bathe in clean water and essential 
oils, and shave all bodily hair from his or her body 

• Wounds: The Magician suffers d3 lifeblood of damage when the spell 
is cast 


SPELLS OP THE 5ECOND MAGNITUDE 

These are powerful sorceries indeed, and are often only possible during the 
course of an adventure if appropriate research and preparations are made 
between adventures. Minds can be controlled, buildings levelled and mighty 
warriors transformed into squealing piglets. These spells are defined as 
activities that would be impossible for a single person. Destroying a door would 
be a spell of the First Magnitude - destroying the wall is definitely Second 
Magnitude. These spells cost 10 Arcane Power. For every casting requirement 
after the First that the magician can comply with or chooses, you can reduce the 
cost by 1 point, down to a minimum of 6 Arcane Power. 1 Arcane Power point 
is permanently lost on casting one of these spells. 
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Second Magnitude spell suggestions: 

• Extended Suggestion 

• Instant Hypnotism 

• Seeing or hearing things across the city or that happened within a 
lifetime in the locale 

• Summoning Lesser Demons 

Second Magnitude spell casting requirements 

• Special Item: An ancient tome, heavy tablet or delicate scroll is 
required, and the item will prove difficult to obtain. lt is rare, or held 
in a distant land, or at the top of a dark wizard’s tower guarded by 
vicious winged apes! 

• Rare Ingredients: An expedition is required to locate the necessary 
items to perform the magie - it will take ldó weeks and at least a 
purse of gold to obtain the necessary items (of course, any Magician 
worth his salt would have a stable of willing Heroes to track down 
those special herbs for him!) 

• Permanent Focus: The caster must undertake ritual tattooing to 
permanently inscribe the details of the spell on his or her person 

• Casting Time: The spell will take at least 2d6 hours of meditation, 
chanting, dancing, etc. to correctly execute 

• Ritual Sacrifice: An animal (of at least the size of a lamb) must be 
sacrificed prior to casting 

• Lunar: The spell may only be cast during a specific phase of the moon 

• Personal Ordeal: The caster must fast for 2d6 days 

• Wounds: The Magician suffers d6+l damage when the spell is cast 

SPELLS OP THE THIRD MAGNITUDE 

These are incredibly rare in any game. These spells bring about natural 
disasters and terrible curses spanning generations. Such spells cost 15 Arcane 
Power. For every casting requirement that the caster complies with, reduce the 
Arcane Power cost by 1. The minimum cost for spells of the Third Magnitude 
is 11 Arcane Power. 1 Arcane Power point is permanently lost on casting one 
of these spells. 

Third Magnitude spell suggestions: 

• Causing “natural” disasters 

• Create mental slaves 

• Long-term hallucinations/nightmares 

• Seeing events in another city or across the land or in the distant past 

• Summoning Greater Demons 
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Third Magnitude spell casting requirements: 

• Personal Ordeal: The caster must undertake ritual scarring and/or 
mutilation and bloodletting to achieve the right frame of mind for 
casting 

• Ritual Sacrifice: A sentient being must be slaughtered to empower the 
spell (a beautiful wench would be most suitable, but they tend to have 
hairy barbarians trailing behind them that frequently take issue with 
the whole sacrificing deal) 

• The Stars ARE Right: The spell may only be cast when the necessary 
stars and planets are correctly aligned 

• Place of Power: There is only one place known to man where this 
spell may be cast and guess what? It’s not close! 

• Demonie Transformation: Casting the spell will permanently (maybe) 
transform the caster into some horrible demonie form with an even 
more clichéd maniacal laugh 

• Horrifw Wounds: The Magician suffers 2d6+l damage when the spell 
is cast 


REGO VERING ARCANE POWER 

The Magician recovers 4 Arcane Power spent to create First Magnitude spells 
at either noon or midnight (the Magician makes the choice, but must live with 
this choice for the duration of his or her casting life) every day. Arcane Power 
spent on Cantrips is recovered both at noon and at midnight. 

Arcane Power spent in the creation of Second and Third Magnitude spells is 
recovered only when the Magician advances a level (although 1 Arcane Power 
per spell cast is lost permanently). 

When Magicians advance a level, they gain 1 Arcane Power. 

SPELL ELAVOÜR 

Fiere are some examples of the types of spells that have a particular sword and 
sorcery feel: 

• Wasting/withering diseases that cause the victim to slowly die while 
his loved ones look on hopelessly 

• Bewitchment or possession (maybe turning someone into a "living 
zombie") 

• Animation of the dead ("the Bloodless”) 

• Seeing into other dimensions, or viewing events in far-away places 

• Spells that create terrible storms or call lightning 

• Summoning spells (particularly demons, etc.) 
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SPELL EXAMPLE5 

This list is not exhaustive and players should feel free to come up with their 
own spells as suits the situation. 

EXAMPLE5 - EIR5T MAGNITUDE 

Compel: The Magician can bend the target of his spell to his will, compelling 
the victim to do the Magician’s bidding, within reason. The target’s Mind is 
always used to modify the Target Number. 

Conjure Item: The Magician conjures a small ordinary item - a length of 
rope, a tooi or a weapon, clothing, or a flask of wine or water. Line of Sight is 
not normally a requirement that a caster can take for this spell. This spell 
usually requires Casting Time. This spell often requires Obvious Technique 
Demonie Blade: This spell animates a sword or other weapon, causing it to 
fight the Magician’s foes as he directs it with his mental commands. It attacks 
with the caster’s Mind for the purposes of the attack and damage. This spell 
always requires Line of Sight. The spell requires a weapon to be available. This 
spell often requires Obvious Technique 

Evil Eye: The Magician can cause the target to suffer a curse that affects his 
ability to perform any normal actions. It gives the target a Flaw (Disadvantage) 
on all actions whilst affected by the curse. This spell always requires Line of 
Sight. The target’s Mind is always used to modify the difficulty 
Pass Unnoticed: The spell allows the Magician to walk amongst his 
enemies without being noticed - he is not invisible, they just don’t look directly 
at him, or assume he has every right to be there, or don’t even notice him. 

The strongest enemy Mind is usually used as a modifier to the spell. 

Summon Beast: The Magician can summon a creature of up to 2Hit Dice 
that can be found in the local environment. Once the beast appears, it will 
normally do the summoner’s bidding until it has completed the task required of 
it. This spell usually requires Casting Time 

Scale-Skin: This spell causes the recipient’s skin to turn tough and scaly - it 
provides a bonus to Armour Class of +4. The spell’s normal initial requirement 
is a piece of scaly skin from a reptile 

EXAMPLE5 - 5ECOND MAGNITUDE 

Begllile: This spell is used by the Magician to put the victim completely and 
utterly in the power of the caster. The victim will obey the caster’s every 
command without question and is helpless to do anything else. The target’s 
Mind is always used to modify the difficulty. Rare Ingredients are generally 
needed to perform the spell, including some personal item belonging to the 
victim. 
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Dread Ship: This spell summons a sunken galley and its dead sailors or 
pirates lip from the depths of the ocean. The crew is all lHit Dice and armed 
with cutlasses. Roll 2D6 for the number of crew. The ship will sail wherever 
the Magician wants it to, and will carry out orders as well as it is able to. lt 
cannot change orders unless the Magician actually sails with it. lf the caster 
opts to take Hit Points damage, for each point of damage suffered there is one 
additional zombie in the crew 

Summon Mighty Beast: The Magician can summon a creature ofup to 6 
Hit Dice that can be found in the local environment. Once the beast appears, it 
will normally do the summoner’s bidding until it has completed the task 
required of it. This spell usually has the Casting Time requirement. This spell 
often has the Rare Ingrediënt requirement. 

Foul Fog: This spell brings forth a cloud of foul greenish fog which, while 
the caster concentrates on it, will billow and expand quickly to become large 
enough to envelop a large village, and can be made to drift in a direction 
determined by the summoner. The fog smells foul, causing nausea if breathed 
in, and also reduces visibility to about 20’. This spell always requires a bowl of 
swamp water. 

EXAMPLES - THIRD MAGNITUDE 

Death Plague: This spell brings a plague to a named city that kills about 
one quarter of the inhabitants in a week and affects up to about half of the city, 
making them weak and violently ill during that period. This spell’s first 
requirement would normally be a Ritual Sacrifice. 

Stride of the Gods: This spell allows the Magician open a rift in time and 
space. The Magician can step through this rift to re-appear anywhere in the 
world. 
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NPC TYPES 

Here are stats for a few sample NPC types - feel free to adjust to suit. You can 
add appropriate Boom and Flaws, if using the optional rules. Villains are 
created as characters and have Villain Points that act like Hero Points. 

Rabble 

These are the minions of the bad guys. Individually they aren’t much of a threat 
but can be dangerous in numbers. They have 0 in Attributes and Combat 
Abilities and typically little or no armour. They have 2-3 Hit Points and poor 
quality weapons with which they have little skill doing only d4 damage. 

Bawdy Mariner 

Strength 1 Initiative 1 Hit Points 7 

Agility 1 Melee 1 Weapons cutlass ld8+l 

Mind 0 Ranged 0 dagger ld6+l 

Appeal 0 Armour Class 11 (no armour) 

Careers: Mariner 2 

A well-travelled mariner on shore-leave - probably a survivor of several sea- 
battles, and he doesn’t mind telling you about them. 

Dark Druid 

Strength 0 Initiative 1 Hit Points 5 

Agility 0 Melee 1 Weapons dagger ldó 

Mind 2 Ranged -1 

Appeal 0 Armour Class 10 (no armour) 

Careers: Priest 2 

This represents a priest of a dark cult that includes ritual sacrifice. (See the 
rules for Fate Points in the optional rules at the end of this book). 

Deadly Assassin 

Strength 0 Initiative 1 Hit Points 6 

Agility 1 Melee 0 Weapons dagger ldó 

Mind 1 Ranged 0 3 darts ldó 

Appeal 0 Armour Class 13 (light armour) 

Careers: Assassin 2 

An experienced killer; he is likely to use poison on his blades. 

Elite Guardswoman 

Strength 0 Initiative 1 Hit Points 6 

Agility 2 Melee 1 Weapons pole arm ldlO 

Mind -1 Ranged -1 shortsword ldó 

Appeal 1 Armour Class 15 (light armour) 
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Careers: Mercenary 1, Dancer 1, Temptress 1 

The women are all picked for their grace, speed and looks to act as bodyguards 
and personal handmaidens to noble women. They are highly trained in their 
weaponry and are exceptionally loyal. 

Gladiator Slave 

Strength 0 Initiative -1 Hit Points 6 

Agility 1 Melee 0 Weapons shortsword ldó 

Mind 0 Ranged 1 3 darts ldó 

Appeal 0 Armour Class 13 (light armour) 

Careers: Slave 1, Gladiator 0 

This is an inexperienced arena fighter, just starting out on the path to glory or 
bloody death. 


Gladiator Champion 



Strength 2 

Initiative 

2 

Hit Points 8 

Agility 1 

Melee 

2 

Weapon sword ld8+2 

Mind -1 

Ranged 

0 


Appeal 0 

Armour Class 

18 

(heavy armour and shield) 

Careers: Slave 0, Gladiator 3 



This is a tough 

arena fighter - the winner of a number of hard battles against 

both man and beast. The Heroes might even have heard of him... 

Guard 




Strength 0 

Initiative 

0 

Hit Points 6 

Agility 0 

Melee 

0 

Weapons spear ld8 

Mind 0 

Ranged 

0 

cudgel ldó 

Appeal 0 

Armour Class 

13 

(light armour and shield) 

Careers: Soldier 0 



This is a Standard city guard, easily bribed to look the other way and likely to 

run at the sign 

of real trouble. 



Guard, Sergeant 



Strength 1 

Initiative 

0 

Hit Points 7 

Agility 0 

Melee 

2 

Weapons sword ld8+l 

Mind 0 

Ranged 

0 

cudgel ldó+l 

Appeal 0 

Armour Class 

15 

(medium armour and shield) 


Careers: Mercenary 1, Soldier 1 

A grizzled warrior, a little past his prime, but still superior in combat to most of 
the callow youths that make up the bulk of the city watch. Not so easily bribed. 
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Longbowman 

Strength 1 Initiative 1 Hit Points 7 

Agility 1 Melee 2 Weapons bow ld8 

Mind 0 Ranged -1 dagger ld6+l 

Appeal 0 Armour Class 14 (light armour and shield) 

Careers: Mercenary 2 

Serving Wench 

Strength-1 Initiative 0 Hit Points 5 

Agility 1 Melee 0 Weapons dagger ld6-l 

Mind 0 Ranged 0 

Appeal 1 Armour Class 12 (no armour) 

Careers: Temptress 1, Dancer 1, Thief 1 

A sexy inn keeper’s daughter or similar who is likely to turn the eye of a Hero, 
whilst she is robbing them blind. 

Thug 

Strength 0 Initiative 1 Hit Points 6 

Agility 1 Melee 0 Weapons cudgel ldó 

Mind 0 Ranged 0 dagger ldó 

Appeal -1 Armour Class 13 (light armour) 

Careers: Thief 1 

This represents a bully who hangs around dark alleyways looking for easy prey 
to mug for a few coins. 

Tough Thug 

Strength 1 Initiative 1 Hit Points 7 

Agility 1 Melee 1 Weapons cudgel ldó+l 

Mind 1 Ranged 0 dagger ldó+l 

Appeal -1 Armour Class 14 (light armour and shield) 

Careers: Mercenary 1, Thief 1 

This represents the leader of a bunch of violent bullies, bravos and thugs that 
hang around dark alleyways looking for easy prey to mug for a few coins. 

Tribal Barbarian 

Strength 2 Initiative 1 Hit Points 8 

Agility 1 Melee 2 Weapons greatsword 1 d 10+2 

Mind 0 Ranged -1 spear ld8+2 

Appeal -1 Armour Class 13 (light armour and shield) 

Careers: Barbarian 2 

A wild outlander, covered in tribal tattoos and scars from tribal wars and battles 
with mountain beasts. 
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CREATÜRE5 

Creatures have similar Attributes (but no Appeal) and Combat Abilities 
(Melee/Ranged is combined into “Attacks”), which details the number of 
attacks the monster makes in a round and the damage caused. To determine 
their Hit Points, you roll the indicated number and type of dice. Attribute 
bonuses are already factored into attacks and damage for monsters. 

MÜNDANE CRITTER5 

This is j ust a bunch of ordinary wild animals that PCs might come across in 
their travels, which might resent some unexpected dangers. 

Bear, Cave 


Strength 5 

Initiative 

0 


Agility 0 

Armour Class 

15 


Mind 0 

Hit Points 

25 


Attacks 3 

To Hit 

+5 

Claws ldó, bite ld8 

lf the bear hits with both claws it can then start to grapple, where it does 
automatic damage of 2d6 per round. The Adventurer needs to make a Strength 

or Agility roll of 15+ to escape. 



Big Cat 

Strength 4 

Initiative 

2 


Agility 2 

Armour Class 

14 


Mind 0 

Hit Points 

19 


Attacks 3 

To Hit 

+4 

Claws ldó, bite ld8 

A huge tiger or 

similar big cat; they are excellent hunters. 

Crocodile 

Strength 3 

Initiative 

1 


Agility 1 (-1) 

Armour Class 

15 


Mind -2 

Hit Points 

23 


Attacks 1 

To Hit 

+3 

Bite 1 d 10 

These are terrifying beasts with long jaws full of sharp teeth. They float with 
their eyes just above the surface looking like ordinary logs, before springing to 

attack their prey. They are far quicker in 

water than out of it. The bracketed 

figures are for when out of water. 



Eagle 

Strength 0 

Initiative 

2 


Agility 1 

Armour Class 

14 


Mind 0 

Hit Points 

3 


Attacks 2 

To Hit 

+2 

Claws ld4 
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Gorilla 

Strength 3 

Initiative 

1 


Agility 2 

Armour Class 

13 


Mind 1 

Hit Points 

18 


Attacks 3 

To Hit 

+3 

Claws ldó, bite ld4 

Shark, Huge 

Strength 6 

Initiative 

4 


Agility 1 

Armour Class 

15 


Mind -1 

Hit Points 

41 


Attacks 1 

To Hit 

+6 

Bite 3d6 

A frightening sea 

creature, this type of shark has survived all the upheavals in 


the world over and remains one of the terrors of the sea. This type of shark is a 
man-killer - smaller sharks are more common but less likely to attack a man. 

Snake, Constrictor 


Strength 3 

Initiative 

2 


Agility 2 

Armour Class 

14 


Mind -2 

Hit Points 

33 


Attacks 1 

To Hit 

+3 

Bite ld4 

lf the snake hits with its bite it can then start to constrict, where it does 
automatic damage of 1 d4+3 per round. The Adventurer needs to make 

Strength or 

Agility roll of 15+ to escape. 


Snake, Giant Constrictor 



Strength 7 

Initiative 

2 


Agility 1 

Armour Class 

13 


Mind -2 

Hit Points 

47 


Attacks 1 

To Hit 

+4 

Bite ld8 

lf the snake hits with its bite it can then start to constrict, where it does 
automatic damage of ld8+7 per round. The Adventurer needs to make 

Strength or 

Agility roll of 20+ to escape. 


Snake, Small Poisonous 



Strength 0 

Initiative 

3 


Agility 3 

Armour Class 

14 


Mind -2 

Hit Points 

2 


Attacks 1 

To Hit 

+3 

Bite ld2 


The Adventurer must make a Strength save of 10+ or become nauseous and 
start vomiting, if bitten. This continues for an hour after which another save is 
required or the Adventurer becomes paralyzed. After another hour, another 
save is required - success means the Adventurer recovers over the course of the 
next hour. Failure means the character will die within the hour unless aid is 
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received. At any stage, if the victim receives proper medical attention the 
character will recover within an hour. 

Stegasaurus 

Strength 7 Initiative 1 

Agility 0 Armoiir Class 17 

Mind -3 Hit Points 37 

Attacks 2 To Hit +3 Tail ldlO+1, trample 2d6 

A stegosaurus doesn’t generally attack unless it feels threatened. 

Triceratops 


Strength 9 

Initiative 

-1 


Agility 0 

Armour Class 

18 


Mind -3 

Hit Points 

49 


Attacks 2 

To Hit 

+5 

Gore 3d6, trample 3d6 

A massive, thickly armoured, dinosaur that 

is likely to charge and skewer any 

creature that infringes its territory. 



Tyrannosaurus 



Strength 8 

Initiative 

1 


Agility 0 

Armour Class 

15 


Mind -3 

Hit Points 

58 


Attacks 1 

To Hit 

+7 

Bite 2d8 


A tyrannosaurus pursues and eats just about anything it sees. If it successfully 
bites its prey, it can swallow it whole. 


Wolf 


Strength 1 

Initiative 

2 


Agility 1 

Armour Class 

13 


Mind 0 

Hit Points 

11 


Attacks 1 

To Hit 

+2 

Bite ld6 


Dangerous predators if hungry, these creatures tend to hunt in packs and have 
an excellent sense of smell 


Wolf, Dire 


Strength 2 

Initiative 

2 

Agility 

1 

Armour Class 

14 

Mind 

0 

Hit Points 

22 

Attacks 

1 

To Hit 

+3 


A much larger and much more dangerous type of wolf 
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MONSTERS 

These are reclusive or rare creatures found in the wildest regions or one-off 
terrors that lurk in the depths of the earth. 

Basilisk 


Strength 4 

Initiative 

0 


Agility 0 

Armour Class 

16 


Mind -2 

Hit Points 

34 


Attacks 1 

To Hit 

+6 

bite ld8 and special - see below 


A basilisk is a reptilian monster that petrifies living creatures with a mere gaze. 
A basilisk usually has a dull brown body with a yellowish underbelly. Some 
specimens sport a short, curved horn atop the nose. An ad uit basilisk’s body 
grows to about 6 feet long, not including its tail, which can doublé the 
creature’s overall length. The turn to stone effect has a short range and the 
target must make a Strength save, TN 13. 


Deodarg 

Strength 6 

Initiative 

3 


Agility 2 

Armour Class 

20 


Mind 0 

Hit Points 

56 


Attacks 3 

To Hit 

+8 

claws ld8, bite 1 d 10+2 


These are fearless dragon-cats of the darkest jungles. They are one of the most 
feared land-beasts and were created by the Ancients to guard their tombs and 
citadels. When the ancients were destroyed, the Deodarg escaped into the wild 
where they now flourish. They have two hearts and two brains and so are 
virtually un-killable, except by the mightiest heroes. They attack with their 
savage claws and bite with vice-like jaws. They are superb trackers. 


Gorgon 

Strength 6 

Initiative 

1 


Agility 0 

Armour Class 

18 


Mind 0 

Hit Points 

36 


Attacks 2 

To Hit 

+6 

gore 1 d6+6, trample 2d6 


Gorgons are large, aggressive, bull-like creatures with dragon-like scales. Their 
breath turns people to stone at up to 60 ft. Victims get a Strength save (TN14+). 


Harpy 


Strength 0 

Initiative 

2 


Agility 2 

Armour Class 

13 


Mind 0 

Hit Points 

15 


Attacks 2 

To Hit 

+3 

claws ld4 and special - see below 


- 27 - 



Harpies like to entrance hapless travelers with their magical songs and lead 
them to unspeakable torments. Only when a harpy has fmished playing with its 
new "toys" will it release them from suffering by killing and consuming them. 
The most insidious ability of the harpy is its song. When a harpy sings, all 
creatures (other than harpies) that can hear it must make a Charisma save (TN 
12+) or become entranced. 


Hydra 

Strength 5 

Initiative 

1 


Agility 0 

Armour Class 

15 


Mind -1 

Hit Points 

55 


Attacks 5 

To Hit 

+6 

bite ld 10+3 plus special 

Hydras are huge reptile-like monsters with multiple heads. The creature can be 

killed by severing all of its heads 

or slaying its body. Severing a head requires ; 

Mighty Blow otherwise damage is 

. done directly to Hit Points. Some Hydras 

have regeneration and, on severing a head, two new heads will spring from the 
stump. Some Hydras have a poison bite, requiring a Strength save (TN 15+) or 
death will occur within dó rounds. Some Hydras have more than 5 heads - up 
to 10. For each head add +11 Hit Points, +1 attack and +1 to Armour Class. 

Skelob, Huge 

Strength 1 

Initiative 

4 


Agility 3 

Armour Class 

14 


Mind -1 

Hit Points 

11 


Attacks 1 

To Hit 

+2 

bite ld4 plus poison 

Skelob, Gigantic 



Strength 2 

Initiative 

3 


Agility 2 

Armour Class 

15 


Mind -1 

Hit Points 

27 


Attacks 1 

To Hit 

+4 

bite 1 dó plus poison 

Skelob, Monstrous 



Strength 4 

Initiative 

3 


Agility 1 

Armour Class 

16 


Mind -1 

Hit Points 

44 


Attacks 1 

To Hit 

+6 

bite ld8 plus poison 


A Skelob is a monstrous spider grown huge and ferocious in the darkness of its 
lair. They build massive webs to ensnare their prey, which they paralyze with 
their poison bite and store in their larder to consume or to lay their eggs. The 
poison requires a Strength save (TN 10+Skelob’s Strength) or be paralyzed for 
6 hours minus Strength. The webs cover an area in feet equal to the Hit Points 
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of the Skelob. A Strength roll (TN 15+ Skelob’s Strength) is needed to break 
free. Each strand can be cut with a small sharp weapon too, but this takes time. 


Slitherslime 



Strength 2 

Initiative 

0 

Agility 0 

Armour Class 

10 

Mind -3 

Hit Points 

30 or more 

Attacks 1 

To Hit 

Special - see below 


The slitherslime is a yellowy-green ooze that hangs from trees in dark areas of 
the forest - dangling a curtain of sticky material that will ensnare unwary 
passer’s by (Agility save TN 12+ to avoid if not spotted). lt then secretes a 
sticky digestive juice that dissolves the flesh at 1 Hit Point per round, to absorb 
the nutrients inside. A Strength roll (TN 14+) is needed to break free. Once it 
has feasted, it slides within the hollow of a tree until it is ready to feast again. 
Some ancient slitherslimes are so huge they cover an expanse of several trees or 
more. Slitherslimes do not like heat and will slither away from flames. 


Swampus 



Strength 2 

Initiative 

1 (-1) 

Agility 1 (-1) 

Armour Class 

12 

Mind -1 

Hit Points 

22 

Attacks 2 

To Hit 

+6 Special - see below 


These creatures dweil in marshes and swamps. They have four octopi-like arms 
and four individual snail-like foot muscles, with which they can venture out of 
the water and onto the land, and can stay out of the water for several days. They 
use their two front tentacles to catch their prey, whereupon they will bite it and 
inject a powerful venom, hopefidly killing the prey instantly to feed. Out of 
water they are sluggish (use the bracketed information). If the swampus hits 
one victim with two of its tentacles, it will hold onto its prey and bite it. The 
bite will kill anything smaller than a man. Heroes get a Strength save (10+) to 
avoid death in three rounds. Even if they save, they are paralyzed for d4 hours. 

Troll 


Strength 7 

Initiative 

2 


Agility 1 

Armour Class 

16 


Mind 0 

Hit Points 

47 


Attacks 2 

To Hit 

+7 

claws ld8 


Trolls are large, lumpy humanoid creatures with mottled grey-green hides. 
They walk upright but hunched forward with sagging shoulders. Their gait is 
uneven, and when they run, their arms dangle and drag along the ground. For 
all this seeming awkwardness, trolls are very agile. 
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Wyrm 

Strength 8 Initiative 3 

Agility O Armour Class 19 

Mind 1 Hit Points 58 

Attacks 3 To Hit +10 claws ld8, bite ldlO+4 

Huge creatures with long, heavily scaled bodies, four strong legs and long 
lizard-like tails. They usually have a sharp boney spine running down their 
backs and some have horns jutting out of their heads. There are others that 
breathe fire in a 60’ jet, causing 4d6 damage (an Agility save TN 15+ will 
reduce damage by half). 

Xolth 


Strength 10 

Initiative 

-1 


Agility -3 

Armour Class 

14 


Mind -3 

Hit Points 

85 


Attacks 1 

To Hit 

+6 

Special - see below 


Xolth are immense, hideous monsters that breed in the darkest caverns, 
catacombs and buried cities of the world. They are blind and slug-like and 
absorb their food by enveloping their prey within their pulpy, amoeboid flesh. 
The biggest ones are almost un-killable - Xolth continue to grow as long as 
they remain living. Once enveloped, you either have to kill the beast and cut 
your way out or be absorbed, taking dó Hit Points damage each round inside 
the creature’s stomach. 


Zhoul 


Strength 2 

Initiative 

2 

Agility 

2 

Armour Class 

16 

Mind 

0 

Hit Points 

12 

Attacks 

3 

To Hit 

+2 


claws ld4, bite ldó 
Zhouls are about the height of a man, with scabrous hairless skin and long 
powerful hind legs, using them to hop around with and to leap into attack. They 
don’t have noses, very little forehead but have long jaws full of sharp teeth. 
When they leap into attack, they receive an additional +2 to their attack roll. 
Zhouls live in dark places as the sunlight causes their flesh to burn (even 
though they aren’t undead), suffering 1 Hit Point per hill turn in full direct 
sunlight. Zhouls love to eat fresh meat and seem to delight in eating human 
flesh, in particular. 
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THE BLOODLESS 

Bloodless are corpses that have been reanimated through vile magics and 
alchemies, or they are creatures that have been kept alive for so long that they 
resemble dead things. Ancient Bloodless are dry and dusty, brittle-boned, and 
often retain some of the power l'ul arcane sorcery that they had in life. Other, 
more recently created Bloodless, are either skeletal cadavers, often wearing the 
remains of the dusty old clothes or rusty armour that they were buried in, or 
they are simply rotting corpses given the semblance of life by dark 
necromancies, shambling along puppet-like and mindless. 

Bloodless, Bone and Flesh 

Generic skeleton-like or zombie-like Bloodless are dressed in whatever clothes 
and armour they had on whilst living, though the clothing of skeletal Bloodless 
will be far more tattered (if it hasn’t rotted away altogether). They are found in 
crypts, tombs, graveyards, on the decks of ghost-ships and similar places. They 
click, lurch or shamble as they walk, and are mindless and speechless. They are 
classed as Rabble. 


Horror Hand 

Strength 0 Initiative +2 

Agility 3 Armour Class 16 

Mind -2 Hit Points 3 

Attacks lor2 To Hit +3 


claw d4 


Many lives were ritually taken in the names of the Ancients. Frequently, the 
hands were hewn from the corpses, imbued with unnatural strength and power, 
and set to crawl and skitter, to guard, claw and throttle at the behest of their 
creators. Horror Hands still lurk in the mins of Ancients, as well as in the 
dwellings of many a devotee of the dark arts. If they can grasp a sleeping 
person around the neck, they can throttle them. They don’t need to make an 
Attack Roll, if the victim is unaware. They then cause d3 damage automatically 
each round that they maintain their grasp. The victim can try to tear the Horror 
Hand from their neck, with a Strength Roll (10+). 


Bloodless, Lich 

Class: Magician, Level 5 Arcane Power 15 

Strength 3 Initiative +2 

Agility 0 Armour Class 13 (scraps of armour) 

Mind 3 Hit Points 33 

Attacks lor2 To Hit +5 claws d4 or by weapon 

These are long-dead sorcerers, with pallid, almost fleshless skull-like faces, and 
gaunt, dusty bodies. They are insanely evil and lurk in their dark crypts and lost 
underground places, plotting and scheming. Although their powers have waned, 
they still use magie and are fearsome to behold. 
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Necrophage 


Strength 2 

Initiative 

+1 

Agility 

2 

Armour Class 

13 

Mind 

0 

Hit Points 

12 

Attacks 

2 

To Hit 

+2 


Necrophages are the eaters-of-the-dead - degenerate sub-humans, pallid, gaunt, 
and hairless, with large, staring eyes, claw-like nails, and fangs that reek like a 
charnel house. These beings possess a bestial cunning, and lurk in graveyards, 
tombs, and crypts. 


Necropede 



Strength 6 

Initiative 

+3 

Agility 0 

Armour Class 

12 

Mind 0 

Hit Points 

36 

Attacks 4 

To Hit 

+6 


Among the most horrific of the creatures brought forth by dark sorcery, 
necropedes are formed from the upper torsos of many human corpses, each 
stitched in line to form a crude mockery of the centipedal form. Only the 
foremost torso retains its head, and the monstrosity climbs and runs about on its 
many arms to strike, crush, or grapple victims and intruders. lt will launch a 
savage attack on its victim with up to four of its clawed hands. 



DEMONS 

Demons are the minions of the evil gods 
or the summoned servants of evil druids 
and Magicians. They come in three basic 
types: Minor, Lesser and Greater. They 
can come in all shapes and sizes - the 
physical appearance of the Demon is 
entirely up to the GM (if the Demon has a 
physical body at all). 

Minor Demons are created with 2 
points to spend on Attributes and another 
2 points on Combat Abilities. They have 
10+strength Hit Points and their attacks 
cause 1 dó damage (+ strength) per claw. 
They have anything from 2-4 attacks (roll 
d3+l), which can be claws, bites, horns or 
any other thing the GM wishes. 

Lesser Demons are created with 6 
points to spend on their Attributes and 
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another 6 points on the Combat Abilities. They can have a maximum of 4 in 
any one Attribute or Combat Ability. They have 20+ strength Hit Points and 
their attacks cause ld8 damage (+ strength). They have anything from 2-4 
attacks (roll d3+l), which can be claws, bites, horns or any other thing the GM 
wishes. 

Greater Demons are created based on 12 points in Attributes and again in 
Combat Abilities, with a maximum of 6 in any one. They have 30+strength Hit 
Points and their attacks cause 1 d 10 damage (+ strength). They have anything 
from 2-4 attacks (roll d3+l), which can be claws, bites, horns or any other thing 
the GM wishes. 

Attribute points can be increased by lowering one or two attributes below zero, 
but only as far as -2. 

Instead of Careers, Demons have Demonie Powers - Minor Demons have one 
power, Lesser Demons have two powers and Greater Demons have four. Here 
are the powers of Demons: 

DEMO NIC POWERS 

Armour: The demon has bony plates, spines, thick hide, or some other 
defences that provide protection against physical attacks. Add d4 to Armour 
Class. 

Arcane Power: The demon has 10+Mind Arcane power and can cast spells 
as a Magician. 

Heavily Armoured: This power provides 2d4 to Armour Class, but costs 
two Powers. 

Hitman Form: The demon can take the shape of a human, but if injured or 
caused to fight, will normally morph back into its demonie form. 

Enhanced Weaponry: The demon possesses some form of improved 
(un)natural weaponry, such as claws, fangs, blades, beaks, clubbed tails, etc., or 
is more skilled at using normal weapons. The Demon receives Advantage to all 
Attack Rolls. 

Destructive Attacks: The demon’s attacks are particularly damaging. Roll 
two dice for damage and take the best result. 

Malleable Flesh: The demon is clay-like or squishy in a most disgusting 
way, and can form itself into weird shapes - from completely flat, to amoeboid, 
to spherical, and can get into or out of any shackles or prison (except sorcerous 
ones) 

Non-Corporeal: The demon lacks a physical body (in this dimension at 
least) and can only be harmed by sorcery or some alchemy 


- 33 - 



Offspring: The demon can produce ldó offspring every week. They start as 
Spawn (3 Hit Points, Armour Class 10 and attack at ld4 damage) for a week 
after spawning, advancing in a week to Minor Demons, and then to Lesser 
Demons in another week, stopping at one level of Demon lower than their sire. 
For example, Minor Demons can only ever produce Spawn with this power. 
Poison: The demon can exude a poisonous substance, which will immediately 
paralyze anything of man-size (medium) or smaller. Heroes get to make a 
Strength roll (15+) to avoid paralysis. Once paralyzed, the victim will die 
within an hour. Those affected get to make another Strength roll (15+) to avoid 
death. 

Regeneration: The demon can regenerate a point of damage every round, 
and can remove the effects caused by a Precision Strike in two rounds 
Seductive: The demon has unnatural appeal and can immediately make d6+6 
1 Hit Die creatures obey its orders to the letter. lt can also seduce Heroes (who 
must make a Mind-based roll or become pliant to the demon’s requests) 
Sorcery: The demon can cast spells: Minor Demons have 2 Arcane Power, 
Lesser Demons have 5 Arcane Power, and Greater Demons have 10. 

Speech: The demon is capable of human speech. 

Telepathy: The demon can implant messages and suggestions as well as read 
minds 

Special Knowledge: The demon has one career at rank 6 
Vulnerability: In return for an extra Demonie Power, you can give a demon 
a weakness. The demon takes doublé damage from a particular source (magie, 
fire, electricity, iron, acid, etc) or normal damage from a source that is not 
normally harmful to humans (sun light, water, music, certain symbols), etc. 

Table 5: Demon Stats 


Demon 

Type 

Attributes 

Combat Abilities 

Powers 

Hit Points 

Damage 

Minor 

2 

2 

1 

10 

d6 

Lesser 

6(4) 

6(4) 

2 

20 

d8 

Greater 

12(6) 

12(6) 

4 

30 

dlO 


SAMPLE DEMONS 


Zullthegg 

Strength 1 Initiative 0 

Agility 2 Melee 0 

Mind -1 Ranged 1 

Appeal 0 Armour Class 12 

Attacks 2 Hit Points 11 


claws dó+2 
darts dó+l 
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Demonie Powers: Enhanced Weaponry (Demon Darts) 

Zullthegg is a lanky creature - if standing upright, he’d be a foot taller than a 
man, but mostly he runs around ape-like on all fours. Zullthegg has greenish- 
brown skin, long arms and much shorter legs, leaving him with an 
exceptionally long torso. He is stronger than his skinny body would suggest, 
and very agile too. He forms darts from his fmger-nails and fires them at doublé 
the normal range for throwing darts. Zullthegg appears to be one of a number of 
very similar Minor Demons - his name might be Zullthegg or he might be a 
Zullthegg. 

Vurmazzanlu, the Ape Thing 


Strength 3 

Initiative 

+1 


Agility 3 

Melee 

+3 

claws d8+3 

Mind 2 

Ranged 

0 


Appeal -2 

Armour Class 

14 


Attacks 2 

Hit Points 

23 



Demonie Powers: Destructive Attacks, Poison 

Vul’Mazzanlu is a Lesser Demon, though it would never deign to admit this 
fact. Typical of many Lesser Demons summoned to serve dark masters, it is 
reasonably clever, but not as guilefi.il as it believes itself to be, and is apt to lose 
its temper through frustration and what it believes are the injustices of its fate. 

A creature ofpetty cruelty, it is a mockery of form, an ape-ish being, slouched, 
with a dark greasy pelt, tentacles instead of limbs, and a long, flickering 
poisonous tongue. 

Mazallakos of the Severed Veil 


Strength 2 

Initiative 

+4 


Agility 4 

Melee 

+4 

claws dlO+2, bite dlO+2 

Mind 5 

Ranged 

0 


Appeal 1 

Armour Class 

18 


Attacks 3 

Hit Points 

32 



Demonie Powers: Human Form, Telepathy, Non-Corporeal, Special 
Knowledge (Scholar) 

Quiet, observant, patiënt, Mazallakos of the Severed Veil is a Greater Demon, 
and has a deep resentment of those mortals who would make it their servant. 
While as wicked as any demon, Mazallakos is equally cold-blooded and calm, 
never losing control, and sure to wait and plot as long as necessary to exact 
revenge on those who raise its cold-blooded ire. Much of its appearance is a 
mystery, veiled as it is top-to-bottom in layers of heavy black gauze. All that is 
clear is that it moves sinuously, its form human-like but clearly not human, and 
that it seems to float just above the ground. 
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OPTIONAL RU LES - BOONS & ELAWS 

GMs can import Boons and Flaws from Barbarians of Lemuria, but again with 
an OSR twist. 

Most Boons (except where noted) give Advantage to the user. Most Flaws 
(except where noted) give Disadvantage to the user. Advantage means rolling 
two d20 and taking the best result. Disadvantage means rolling two d20 and 
taking the lower result. 

You should roll dice of different colours, because the additional die (whether 
Advantage or Disadvantage) cannot cause you to receive a Mighty Success - 
only your normal d20 can do this. However, if a natural 20 is rolled on the 
additional die, it is still an automatic success. 

Heroes can have the First Boon for free. Magicians and subsequent Boons for 
Heroes must come with a Flaw. Adventurers can choose up to two (additional) 
Boons (and Flaws). 

BOONS 

Most Boons grant you a bonus die. Where this isn’t the case, the effect of the 
Boon is clear from the description. 

Artistic: You have an artistic flair and an appreciation of art. 

Attractive: You are particularly handsome or pretty and this has its 
advantages in some situations. 

Alert: You are quick to spot danger and react and get Advantage to initiative. 
Beast-Friend: You have a natural affmity with animals. Ifyou are a 
beastmaster (see careers), you will also have two or three small companions, or 
one medium (or large) companion. 

Blind Combat: Whatever penalties the GM applies to fighting in the 
darkness, your character does not suffer at all. 

Brawler: You are a skilled pugilist and wrestler. 

Bom Athlete: You excel at sprinting, climbing, swimming and leaping. 
Born-in-the-Saddle: When dealing with riding beasts or carrying out 
physical activities from horseback (other than fighting), you may roll a bonus 
die. 

Born-at-Sea: You grew up on and around boats and ships. 

Carouser: You were more-or-less brought up in a tavern and are popular 
when the drink is flowing. 

Deft Hands: You are good at manipulating things, picking pockets etc. 


- 36 - 



Desert-Born: You grew up in the desert and can survive, hunt and track 
particularly well in these conditions. 

Detect Deception: You are good at spotting when you are being lied to. 
Disease Immunity: You are immune to all diseases, even magical ones. 
Escape Artist: Ropes, chains, manacles, even prison cells - nothing holds 
you for long. 

Excellent Library: You have a fïrst-rate library for conducting your 
research. lt does need to be re-stocked from time to time, leading you to 
occasional adventures whilst you seek the means to do this. 

Excellent Workshop: You have a fïrst-rate laboratory for conducting your 
experiments. lt does need to be re-stocked from time to time - leading you to 
occasional adventures whilst you seek the means to do this. 

Fearless: Your character shows no fear - even magically induced. 
Fearsome Looks: You are particularly good at intimidating people. 
Friends in High Places: You have contacts within the upper echelons of 
society. 

Friends in Fow Places: You have friends in various hives of scum and 
villainy around the land. 

Great Wealth: You have a source of income or an inheritance and can 
access money, goods and services with ease. 

Hard-To-Kill: You are hard to put down and have 3 extra hit points. 
High-Born: You grew up in the palaces and courts of the rich and noble. 
Jungle-Born: You grew up in the jungle and can survive, hunt and track 
particularly well in these conditions. 

Keen Eyesight: You have excellent eyesight. 

Keen Hearing: You have superb hearing. 

Keen Scent: Your sense of smell is superb. 

Fearned: You have a great wealth of knowledge. 

Fow-Born: You grew up on the city streets and are particularly good at 
locating people, places and things, carrying out activities (not fighting) such as 
trading people. 

Marked by the Gods: The Gods favour you with an extra Hero Point. 
Master of Disguise: You are skilled at appearing to be someone else. In 
addition (and at your GMs discretion), whenever you want to suddenly appear 
in a scene where your character wasn’t already, you can spend a Hero Point to 
emerge as one of the random guards, townsfolk, etc., in the background. You 
were there the whole time, merely incognito! 

Mighty Fists: You do dó rather than d3 when fighting unarmed. 
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Mighty Shot: With your selected type of ranged weapon (bow, sling, javelin 
etc.) you can cause your full strength to the damage on a hit. 
Mountain-Born: You grew up in the mountains and can survive, hunt and 
track particularly well in these conditions. 

Night Sight: Your eyes are particularly keen in near darkness. 

Nose for Magie: You can teil when there is a Magie nearby. 
Plains-Born: You grew up on the plains and can survive, hunt and track 
particularly well in these conditions. 

Poison Resistance: You don’t suffer as badly as others from the effects of 
drugs, venoms, toxins, and even alcohol. 

Power of the Void: You receive two extra points of Arcane Power. 
However, you also have to take an extra Flaw. 

Resistant to Sorcery: Spells don’t work on you as well as on others 
Silver Tongue: You are very persuasive and can make any lie sound 
plausible. 

Sneaky: You are lithe and stealthy either naturally or through training. 
Strength Feat: You are able to focus your strength to perform particular 
tasks of lifting, breaking and so on. 

Swamp-Born: You grew up in the swamps and can survive, hunt and track 
particularly well in these conditions. 

Tools of the Trade: You own a set of tools suited to your trade or craft. 
Tundra-Born: You were born in the snowy tundra and can survive, hunt 
and track particularly well in these conditions. 

Trademark Weapon: You have a quality weapon that you have practiced 
with since a child. 

War Cry: Scares the heil out of your character’s opponents that can hear the 
War Cry. This can be used once per day. 

PLAW5 

Most Flaws make you take Disadvantage. Where this isn’t the case, the effect 
of the Flaw is described. 

Absent-Minded: While you are not necessarily stupid - indeed, you may 
be brilliant - you have difficulty keeping track of appointments, people’s 
names, items on lists, and various other memory-based tasks. This means that 
sometimes the GM will spring things on you that your character forgot. 

All Thumbs: You aren’t good at fine work or with missile weapons. 
Arrogant: This flaw is especially common among the nobility. 
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Braggart: You have a very high opinion of yourself and feel the need to 
share it with the world. You often take credit for things that you never did, and 
make those accomplishments you did achieve seem so much grander with each 
retelling, often disregarding the role anyone else played in the story. 

Can’t Lie: Whether it is simple nervousness or a strong code of honour, you 
are terrible at lying. 

City Dweller: You aren’t happy or at your best in the great outdoors. 
Combat Paralysis: When swords are drawn, you tend to freeze up and act 
with uncertainty. Roll a d3. This is the number of rounds that you freeze, during 
which you can only take defensive actions. 

Country Bumpkin: The big city is a confusing and heartless place for you. 
Cowardly: This is not a very common flaw for a Hero, but you have a great 
deal of difficulty resisting when the effects of fear take hold of you. In addition, 
you try to avoid any form of conflict, if at all possible. 

CravingS: You are addicted to something and require it every day to function 
Cursed: The Gods have forsaken you or you and you begin with -1 Hero 
Point. For some reason, bad things always seem to happen to you. The town 
guard mistakes you for a wanted man, the wench you picked up in the tavern 
turns out to be a runaway princess, you step on a twig just as you nearly snuck 
away, etc. 

Delicate: You have a small or slender build and have -3 Hit Points. 
Distinctive Appearance: There is something about the way you look that 
sticks in men’s minds. Perhaps you have a very memorable scar or tattoo. 
Maybe you were born with six fingers on your left hand. Whatever it is, you 
have some superficial characteristic that causes you to stand out. If you also 
have the Hunted Flaw, bounty hunters and spies are twice as likely to spot you 
on entering and leaving a city. 

Distrust of Sorcery: You are naturally wary of magie and Magicians. 
Drunkard: Roll a die when you are required to do something important for 
the rest of your companions. If a ‘1’ comes up, you are drunk and unable to do 
anything until sobered up. 

Elderly: Your character has been around for a long while and his or her age is 
beginning to teil. 

Fear of There is something that you have a great and irrational fear of. 
Some possible fears include: fear of fire, reptiles, spiders, heights, crowds, 
death, the dark, closed spaces, heights etc. 

Feels the Cold: You are especially susceptible to the cold conditions. 

Feels the Heat: You are especially susceptible to hot conditions. 

Greed: You cannot resist any chance to make money. If money is to be made, 
your judgement goes out of the window. 
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Gullible: You believe the most outrageous lies. 

Hot-Headed: Your anger often gets the better of you, and you are likely to 
fly off the handle at the slightest insult or imagined insult. Your anger can also 
get you into duels, or worse. 

Hunted: Perhaps you are wanted by the authorities, or have offended some 
powerful noble or pirate king. Regardless of whom, you constantly have to 
evade agents intent on capturing or even killing you. Roll a dó whenever you 
enter a new city. On a 1, agents of your enemy (or your enemy himself, if you 
choose) will spot you and make your life unpleasant. 

Illiterate: You cannot read or write, and you cannot choose a career with 
literacy as a requirement. 

InfamoilS: You are well known for some wicked deed in your past. 
Irrespective of whether the allegations are true or not, or whether you had a 
good reason to do what you did, this bad reputation precedes you wherever you 
go- 

Landlllbber: You are a particularly poor seaman. 

Lumbering: You are unsteady on your feet and lack poise and balance. 
Lustful: You find it hard to resist the charms of the opposite sex. 
Morgazzon’s Curse: You are mad. Work with the GM to determine how 
this manifests itself. 

Missing Eye or Ear: This sometimes affects your awareness. 

Missing Limb: This sometimes affects physical activities. 
Non-Combatant: You are not a warrior - your skills lie elsewhere. You 
have only two points to spend on combat abilities instead of four, but begin 
with six points for careers instead of four. 

Obsession: There is something with which you are completely obsessed. It 
could be a fascination with a certain pursuit, person, or thing. You spend a great 
deal of time and money on this obsession. 

Poor Eyesight: You rarely see things unless they’re pointed out. 

Poor Hearing: Your hearing is impaired. 

Poor Recovery: You have a poor constitution. You recover nothing from 
normal rest and require medical help or drugs to recover from illnesses. 
Taciturn: Your character is ridiculously tight-lipped and rarly volunteer 
information, even if it’s vitally important. 

Ugly & Brutish: You are unattractive and this affects social interactions. 
Unprepared: You are not aware of what’s going on around you and are slow 
to react to danger giving you Disadvantage on initiative rolls. 

Unsettling: Something about you isn’t quite right - the way you look or 
smell or speak. Even animals shy away from you. 
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Untrustworthy: People tend not to believe or trust you. 

Zealot: This is a flaw far more common among villains than Heroes. There 
are many willing to die for their faith, but a Zealot would kill for it. This flaw 
makes you blind to anyone else’s point of view. 

OPTIONAL CLASS: THE PRIEST 

There is an optional class of The Priest. lf the GM allows this class, drop the 
career of Priest and replace it with Acolyte. 

Most characters are not Priests because there are too many encumbrances upon 
a Priest’s time; conducting rites and services, preaching, praying and 
meditating meaning they have little time for adventuring. The Priest has 8 Hit 
Points plus Strength at 1 level. The Priest can use weapons and armour of a 
type that is appropriate (you’11 need to work with the GM on what is 
appropriate). You start with 1 Fate Point. If your choice of armour and weapons 
is restricted, your GM may let you start with 2 Fate Points. Priests start with 5 
Hero points. 

As Priests gain levels they improve as follows: 

• +1 Hit Point per level 

• +1 Fate Point per level 

• +1 to your choice of one Combat Ability at each new odd level 

• +1 to your choice of one Attribute at each even level 

• +1 to a Career (or a new Career) per level 

Fate Points may be spent in the following ways: 

Boon: To temporarily grant a Boon to self or an ally for the duration of a 
scene or combat. 

Flaw: To temporarily inflict a Flaw upon an enemy for the duration of a scene 
or combat. 

Cure: To cure one person of poison, disease, paralysis, etc. 

Heal: To restore ldó Hit Points of one person. 

Ward: To spend an hour to scribe a ritual Circle of Warding or Circle of 
Entrapment that works against Demons and Bloodless. 

Bless: To spend an hour to temporarily bless a weapon or item for a number of 
days equal to the Priest's level. A blessed weapon causes an additional ldó 
damage to Demons and Bloodless. 

Divine Water: To spend an hour to create ld4 flasks of Divine Water. This 
water causes dó damage to Demons and Bloodless. 
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Priests recover 1 Fate Point for each uninterrupted hour spent in prayer, 
meditation, and devotions at their temple, lip to their maximum amount. 

Dark Druids can use Fate Points to create the opposite effect of these things e.g. 
instead of “cure” they have “Wound” which causes d6 damage to one person. 

OPTIONAL CLASS: THE ELP 

Elves have 8 Flit Points plus Strength at l st level. They can wear any armour 
and use any weapons. They are able to use magie but don’t cast spells of the 
Third Magnitude. Wearing armour up to medium does not hamper the Elf s 
ability to cast spells. You start with 5 + Mind of Arcane Power but only 3 Flero 
Points. 

As Elves gain levels they improve as follows: 

• +1 Flit Point at each even level 

• +1 Arcane Power at each new odd level 

• +1 to an Attribute at each even level 

• +1 to a Combat Ability per level 

• +1 to a Career (or a new Career) per level 

• Recover any used Flero Points 

• Recover any used Arcane Power 

Elves receive the foliowing bonus Boons: 

Elven Perception: Elves have extremely keen hearing and excellent 
eyesight and can see in near-darkness. 

Elven Archery: Elves are superb archers and get Advantage and full 
Strength bonus to damage when using an Elven Bow (d8) and not wearing 
heavy armour. 

OPTIONAL CLASS: THE DWARP 

Dwarves have 10 Flit Points plus Strength at l st level. They can wear any 
armour and use any weapons. Dwarves start with 3 Flero Points. As Dwarves 
gain levels they improve as Fleroes. 

Dwarves receive the following bonus Boons: 

Underground Awareness: Dwarves can see in near darkness and when 
underground always know the direction, can teil how far underground they are, 
can spot new workings or teil the age of old workings and can spot shifting or 
unstable floors, ceilings and walls. 

Dwarven Resilience: Dwarves have superb constitutions and rarely fall ill 
to disease, poison, alcohol and magical attacks that affect their bodily health. 
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Open Game Content may only be Used under and in terms of the Open Game 
License Version 1.0a (OGL). 

This entire work is designated as Open Game Content under the OGL, with the 
exception of the trademarks “Beyond Belief Games,” “The BoL Hack”, 
“Barbarians of Lemuria” and with the exception of all artwork. These 
trademarks, and the Trade Dress of this work (font, layout, style of artwork, 
etc.) are reserved as Product Identity. 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Ine. and is 
Copyright 2000 Wizards of the Coast, Ine (“Wizards”). All Rights Reserved. 
Defmitions: (a)”Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridKeeperent or other form in 
which an existing work may be recast, transformed or adapted; (c) “Distribute” 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and routines to the 
extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity by the owner of 
the Product Identity, and which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content, (h) “You” or 
“Your” means the licensee in terms of this agreement. 

The License: This License applies to any Open Game Content that contains a 
notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except 
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as described by the License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License. 

Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 

Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content. 
Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficiënt rights to grant the rights 
conveyed by this License. 

Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder’s name to 
the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 
Use ofProduct Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 

Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content. 
Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed 
under any version of this License. 

Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 

Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission 
from the Contributor to do so. 

Inability to Comply: lf it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 

Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
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aware of the breach. All sublicenses shall survive the termination of this 
License. 

Reformation: lf any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable. 
COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Ine. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Ine.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy 
Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, 
Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and 
Dave Arneson. 

The BoL Hack: Copyright 2016, Beyond Belief Games; Author: Simon 
Washbourne. 

END OF LICENSE 
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